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Introduction 

LEARNING WELL™, a company with years of experience in developing 
educational materials, offers “PLAYFUL SOFTWARE FOR SERIOUS 
LEARNING." 

Our programs Involve learners in exciting and challenging fun while 
reinforcing a variety of basic concepts. 

Beautiful graphics and fun-filled themes are just some of the reasons why 
LEARNING WELL software Is the exciting way to take education from the 
chalkboard to the keyboard. 


Objectives 

SAFETY FIRSTI™ presents three exciting games that encourage youngsters 
to develop good safety habits in the home and outdoors. As players 
become aware of a variety of potential hazards and dangerous 
situations they acquire safety sense and team how to prevent accidents. 
SAFETY FIRSTI teaches and entertains at the same time. 

The three games are: Turtle Tales, Street Smart and Safe at Home. 

Using familiar slogans, TUrtte foies reviews and summarizes rules of safety 
that youngsters and adults should follow. Additional slogans can be 
entered and used in this entertaining game. TUrtle foies can be played by 
1-6 players. 

Street Smart encourages players to observe traffic safety rules and to use 
common sense in potentially dangerous situations that can be 
encountered outdoors. The game is designed for one player. 

In Safe at Home players team to recognize a wide variety of potentially 
hazardous conditions that could exist in their own homes. Safe at Home is 
designed for one player. Additional hazards can be entered and used in 
this arcade style game. 

The Flexible Learning Options™ available within SAFETY FIRSTI are 
designed to make the games an extended learning experience. These 
options offer players of diverse developmental levels the opportunity to 
play while using various degrees of cognitive and visual motor skills. 
SAFETY FIRSTI Is designed for grades 3-8. 

Gaming As A Format: 

“PLAYFUL SOFTWARE FOR SERIOUS LEARNING” is our primary objective at 
LEARNING WELL™. That is why we have chosen a game format for our 
exciting and Interactive teaming software. 
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Research suggests that academic games are "viable tools for promoting 
Interaction between students of varying academic and social levels" 
(Salend, 1979). They provide enrichment for brighter students as well as 
motivation for the academically disenchanted (Rice, 1974). 

Games offer motivation, provide fast feedback, encourage cooperation, 
challenge players to deal with elements of chance, and, above all, 
provide a structure for individualized learning of a variety of educational 
and life concepts. 

We, at LEARNING WELL™, believe that the game format, combined with 
specific educational objectives, is a great way to make learning fun. 

Getting Started 

1. Requirements: 

1 Apple II Plus®, Apple lie®, Apple lie® or Apple Compatible Computer 
48K of RAM 
1 Video Monitor 

1 LEARNING WELL “Safely Rrstl” Disk 

Optional: 

1 Printer 

To use any printing options, a printer must be attached to the 
computer, if you are using an Apple II+® or lie® the printer interface 
board must be in slot 1. 


IMPORTANT NOTE: 

Do not turn the computer off when the red light on the disk drive in on. 


Never insert or remove the disk from the drive when the red light on the 
disk drive is on. 


2. Loading The Program: 

A. Insert the disk into the disk drive. Close the disk drive door. 

B. Turn the power on. 

C. After a short delay of approximately 30 seconds, the Professor 
appears with the menu (illustration 1). 



// 

V ' 1-Turtle Tales 

2 • Street Smart 

3 - Safe at Home 

Pick (1-3)_ 


(1) Menu 
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D. type the number of the game you wish to play. 

E. At the beginning of each game players' names are entered. 

The program will also ask: 

Use Joystick or Keyboard? (K/J) 

Sound Effects? (Y/N) 

Do You Want Instructions? (Y/N) 

F. Press "ESC' to end a game early and return to the game menu. 

Game Directions 

• Following the description of each program there are lesson plans 
and activities which you may wish to use as you introduce SAFETY 
RRSTI into your classroom. 

• TURTLE TALES 

In TUrtle Tales, slogans are used to summarize basic safety rules that 
should be followed. The game is designed for 1-6 players. 

Players must try to guess safety messages hidden beneath the 
covered boxes. Additional safety messages may also be entered. 
See Utilities page on how to enter messages. 

Below is a sample game screen (illustration 2). 



(2) TUrtle Idles Game Screen 1 

A The name of the player appears at the top left comer of the game 
screen. 
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B. A safety message is hidden beneath the boxes. Each box holds 
one letter. 

C. Asa turtle moves across the screen it carries a letter or question 
mark. Use the arrow keys to move the crane back and forth across 
the game screen. Press the SPACEBAR to catch a letter. 

If the letter caught by the crane spells out part of the message, the 
letter will automatically be uncovered in the message box. 

A player continues catching letters until a letter is caught that 
does not belong in the message. 

If you catch a question mark you may type in any letter. 1o be 
correct, the typed letter must be the next letter that would be 
revealed in the message. Continue typing letters until a letter that 
is incorrect is typed. 

This game is set to play at the easiest level. (Use the Hexlbto 
Learning Options in the Utilities page 17 to change the level of 
game play.) 

D. The number in the upper right hand comer of the screen indicates 
how many points a player would get for revealing the message at 
that time. 

The highest number of points for conectty guessing a message 
that a player can get is equal to the number of letters In the 
message. For example: 

DON'T LITTER = 10 points 

DON'T PLAY WITH MATCHES = 19 

DON'T TAKE CANDY FROM STRANGERS = 26 


As each letter Is caught and revealed, the number of points that 
the player can get decreases. 

Press "ESC" to reveal the hidden message at any time. No points 
will be given to players. 

After one message Is revealed, players can continue playing with 
a new message. When players choose to stop playing, the 
accumulated score of each player is displayed. (Scores can also 
be viewed in the Utilities, page 17, if the player's name is entered 
on the roster.) The winner of the game Is the player with the highest 
score. 


LESSON 1 TO INTRODUCE TURTLE TALES INTO THE CLASSROOM 

Objectives: 

To understand what a slogan is end why slogans are used. To 
become familiar with some safety slogans. 
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Curriculum areas: safety, language arts, art 

1. Wife the following slogans on the chalkboard or on a chart. 

1. Diet Coke, just for the fun of it. 

2. l*o scoops of raisins. 

3. Double your pleasure, double your fun with Doublemint 
gum. 

4. Cross at the green and not in-between. 

5. Buckle up for safety. 

6. Don't take candy from strangers. 

7. Remember the Alamo! 

2. Have the first three sentences read aloud by different students. Ask 
students where they have heard these before, (on TV, the radio, in 
newspapers and magazines). 

3. Explain that all the sentences are slogans. Have the students read 
the remaining sentences silently. Elicit a definition of a slogan, (a 
short catchy way to remember something, a war-cry, a motto, a 
fun way to remember something). 

4. Ask why slogans are written. (They are fun. They teach you. They sell 
a product. They rally people to a cause.) 

5. Elicit what slogans 4,5, and 6 are trying to sell and what are they 
trying to teach, (safety, cross when there is a green light, wear seat 
belts, don't take candy from strangers) 

6. Ask students for other safety slogans they have heard and list 
them. 

7. Use Activity Sheet #1 or your own slogans to review. 

After Playing TURTLE TALES 

The slogans used in Turtle Tales can be listed in the Utilities (see page 
18.) Have the children choose one. Then give each child a large piece 
of oaktag or poster board. They can illustrate the slogan that they 
chose and make a poster. The posters can be hung around the 
school and classroom. 

• STREET SMART 

Players try to take the safest and shortest route from school to home. 
They must use common sense in handling and avoiding potentially 
dangerous situations such as speaking to strangers and picking up 
broken glass. Also, they must obey traffic safety rules. 

This game is designed for one player. 
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The layout of streets is randomly generated by the program so that it 
is different each time the game begins. This game is set to play with 
easy routes. Use the Flexible Learning Options™ in the Utilities page 17 
to change to more difficult routes. 

Below is a sample game screen (illustration 3). 



(3) Street Smart Game Screen 


Use the arrow keys to move along the streets. Go to the end of a 
screen and continue pressing the arrow keys to move from screen to 
screen. 

As soon as a player begins to move 

• A clock appears in the upper right of the screen. The clock counts 
off only when the player moves. 

• The safety rating appears in the bottom left of the screen. 

Players must try to get home in the shortest amount of time. To 
accomplish this they must: 

• take the shortest route home 

• follow traffic rules 

• answer questions about situations they could encounter outdoors 
in real life. 

• lake the shortest route home 
A small box appears in the left top of the screen. This insert shows 
the full route that the player must travel to go from school to 
home. 
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The flashing dot shows where the player is at present. 


The house 


must a 


shows where home is. 


The player must get home to end the game. 


Press "ESC" to end a game at any time. This also gives the player 
an opportunity to start over again and play using the same 
route. 

A dot indicates a dead end. The player will have to change 
directions. 

• Follow traffic rules 

Players get a higher safety rating for following traffic safety rules. 
The safety rating appears in the bottom left of the screen. 

The higher the safety rating is for following traffic rules, the slower 
the clock will count off. For example: 

• If a player walks on the sidewalk the safety rating is 8 and the 
player will be able to move 6 steps for each count on the 
clock. 

• If a player walks in the street the safety rating is 2 and the 
clock will count off one time for each step the player takes. 

An animated traffic light will sometimes appear during the walk 
home (illustration 4). The top box is the red light. The middle box 
is the yellow light and the bottom box is the green light. 

The box that is flashing shows which traffic light should be 
obeyed when traveling north and south. 

The boxes on either side of the traffic light show which traffic 
light should be obeyed when traveling east and west. 



(4) tafflc light 
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• Answer questions about situations that could be encountered 
walking home from school. 

Questions describing a situation will appear randomly. Not all 
situations will be hazardous. 

Players get a higher safety rating for choosing the better 
answer. The clock does not count off while a player is answering 
a question. 

The higher the safety rating is for choosing the best answer, the 
slower the clock will count off. For example: 

A stranger stops and offers you a ride home. 

Do you accept? (Y/N) 

A "yes" response will cause the playerto lose time and the clock 
will advance by 1.1 minutes. 

If the response is "no" the player may continue to walk without 
losing any time on the clock. The clock will not advance. 

The game ends when the player arrives home. The amount of time 
that the player took to get home appears on the screen. 

The player may then choose to play again with the same layout of 
streets. This gives the player an opportunity to find an even safer, 
faster way home. 

The player may use the same layout as many times as desired. The 
best score from all of the games is displayed on the last screen. Scores 
can also be viewed in the Utilities, page 17, if the player's name Is 
entered on the roster. 

LESSON 2 TO INTRODUCE STREET SMART INTO THE CLASSROOM 

(This can be broken up into more than one lesson.) 

Objectives: 

To review safety rules that should be followed while outdoors. 

To learn the meaning of the word "pedestrian." 

To understand the importance of following safety rules. 

Curriculum area: safety, language arts 

1. Write these safety rules on the chalkboard or on a chart. 

1. Walk on sidewalks. 

2. Walk on the left, facing traffic. 

3. Read the follow traffic signs and lights 

4. Cross streets at corners. 

5. Look all ways before crossing. 

6. Watch for turning cars. 

7. Do not play between parked cars 
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8. Do not play where there 1$ traffic. 

9. Wear white or light colored clothes after dark. 

2. Choose one child. Whisper in the child's ear that he/she is to walk 
around the room. Tell the other children to pretend that the child 
going around the room Is going on a trip. The child is a 
"pedestrian." Elicit a definition of a "pedestrian" and write it on the 
chalkboard. (A pedestrian is a person who is walking. A person 
that travels on foot.) Activity Sheet #2 is recommended for 
younger children. 

3. Explain that everyone in the classroom is a pedestrian at one time 
or another when they are outside. That's why the rules on the 
chalkboard are important. 

4. Have different children read each rule. As each one is read discuss 
why it is important to follow this rule. Have the children tell you 
what could possibly happen if the rule is not followed. 

5. Add these rules to the list. 

10. Always take the shortest, safest route home. 

11. Never wander away from your group of friends when playing 
outside. 

12. Do not talk to strangers. 

13. Do not go in a car with a stranger. 

14. Do not take candy or treats from strangers. 

6. Have each of the rules read and discussed. (Why is it important to 
take the shortest, safest route home. It's always a good idea to play 
or walk with a friend. Why would a stranger want to talk to you? Do 
you think an adult would need help from a child. An adult asks an 
adult for help, not a child. If a stranger asks you to go for a ride, run 
away, ty to remember the color erf the car and anything else 
about the car that you can. fell your parents or teacher about the 
stranger.) 

7. Use role play to explore some of the situations that a child could 
encounter walking home from school. It could be a situation 
where an adult tells a child that he/she has been sent by the 
mother to get the child. (There should be a code word that the 
mother has given this stranger to tell the child.) If the stranger trys 
to grab the child note that the child screaming "Help" is not 
enough. (Couldn't people think the child is screaming because 
the parent is punishing the child?) Discuss what the child should 
scream. ("This isn't my mother/father.") 

8. Have the children copy the safety rules Into their notebooks. 
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9. Assign Activity Sheet #3 and #4. Activity sheet #3 is prepared with 
division examples. However, the activity is on two pages so that the 
code can be changed to cover any math skills. 

After playing STREET SMART 

Have the children draw a map of the safest, shortest route from 
school to their home. Then have them write the directions beneath 
the map. 

• SAFE AT HOME 

Safe At Home gives players an opportunity to learn how to recognize 
hazardous conditions that could exist in the home. 

In this fast-paced arcade style game, the player is a babysitter. 
During a room-by-room inspection of the house, the babysitter must 
uncover potentially hazardous conditions before the baby gets hut. 
Each room has a common household hazard. The babysitter must 
identify the hazard so that the room is made safe for baby. 

Below is a sample game screen (illustration 5). 



- - to move. < RETURN > to enter room. 


(5) Safe At Home Game Screen 

As soon as the game begins, a clock starts counting down. The game 
Is preset to play with the clock counting down from 30. This can be 
changed in the Flexible learning Options™ of the Utilities. (See page 

17). 

The player must make all of the rooms safe before the timer runs 
down to 0. 













Use the arrow keys to move from room 
to room and from floor to floor. 

Press RETURN to go Into a room. You 
must be directly In front of a door to 
enter a room 

Upon entering a room the player will be presented with four common 
household situations. Use the SPACEBAR to read about each 
situation. Press RETURN to choose the dangerous situation. The clock 
continues counting down while you are making the room safe. 
Additional situations may be entered using the Flexible Learning 
Options™ of the Utilities. (See page 17). 

A green bar will appear above the door to show that the room is safe. 

• Careless 

Careless wanders all over the house. 

Once Careless goes into a room, 
that room is no longer safe. 

• Baby 

Baby may also wander all over the 
house. This game comes set to play 
with Baby not on the loose. If set this 
way. Baby will not appear. This can 
be changed in the Utilities. (See 
page 19). If Baby is set to be on the 
loose and enters a room, the player 
must go to that room before all 
others. 

The game ends when the timer runs down. The time it took to make 
the house safe is displayed. The player is given the opportunity to 
continue playing to beat that time. As players proficiency increases, 
options in the Utilities allow you to make the game more difficult. 

LESSON 3 TO INTRODUCE SAFE AT HOME INTO THE CLASSROOM 

Objectives: 

Jo review the causes of fires In the home and what steps should be 
taken to prevent them. 

Curriculum areas: safety, language arts 

1. Wife this sample newspaper article on the chalkboard or on a 
chart. 


CARELESS 


-BABY 
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There was a fire last night at 242 Greene Street. The fire, which 
was at the home of Sara and Mack Johnson, destroyed the 
entire house. When firefighters rushed to the scene, at 6:30 
PM, flames were shooting out of an upstairs bedroom 
window. Caroline Johnson, the youngest child, was treated 
at the local hospital for minor bums and injuries. The fire 
Department completed its investigation into the cause of 
the fire. It is believed that the first was caused by_ 


2. Ask the students to tell you what theythlnk caused the fire. List the 
answers on the board. After eliciting'various causes the list might 
look like this: 

A FIRE IN THE HOME CAN BE CAUSED BY: 

1. a child playing with matches or a cigarette lighter. 

2. smoking in bed. 

3. overloaded electrical circuits. 

4. cigarette carelessness. 

6. wires on electrical appliances that are not in good condition. 

6. using flashlights, not lighted matches 

7. not having a screen in front of a fireplace 

8. leaving flammable fluids, rubbish or paint rags around. 

3. Discuss each cause on the list, Elicit why it would be dangerous 
and why it might cause a fire. (Children don't understand what 
matches are and the harm they can do. The person smoking in 
bed could fall asleep. When a lit cigarette falls on the bed, the 
bed is like fuel.- Overloaded electric circuits can create 
overheated wiring. There should be plenty of ash trays available if 
anyone is smoking. Careless throwing away of cigarettes or other 
smoking material can cause fire sparks. The rubber or other 
coverings over the wires are insulation that keeps the electricity in 
its place. The wires could be short circuited and a fire could start. 
Wires should not be placed under rugs. Constant walking over 
hidden cords can cause the coarse mg backing to wear through 
the wires and result in a fire. Never throw away a match until it is 
cool enough to break in half. A lighted match can get too close to 
the clothing or other items in the closet and they can catch fire. A 
close-fitting screen will prevent sparks from igniting floors and rugs. 
Flammable fluids, rubbish and paint rags Ignite easily.) 

4. Have the students copy the list of causes Into their notebooks. 

5. Assign Activity Sheet #5. 

6. Give each student a copy of the Home Inspection Check List. 
Have them take it home a fill In the check list at home with a 
parent. 






Objectives; 

lb learn about potentially hazardous conditions that could exist in 

the home. 

lo learn how to prevent some accidents from happening. 

Curriculum areas: safety, language arts. 

1. Ask students to describe an accident in the home that they or a 
friend have experienced. Then ask what the cause of the accident 
was and if the accident could have been prevented. Ask the 
students to relate the cause. List it on the chalkboard. List 
additional causes until the list contains these causes. 

CAUSES OF ACCIDENTS IN THE HOME 

1. using a chair to climb up end hang a picture or to reach 
something. 

2. drinking medicine that is not for you. 

3. drinking paint thinner, or cleaning fluids 

4. inhaling insect spray In a room with no fresh air. 

5. leaving matches or lighers around (quickly review the other 
causes of fire in the home). 

6. not wiping up spills. 

7. not properly handling sharp instruments. 

8. not property handling hot liquids and hot pots. 

9. leaving plastic bags around where children can get to them. 

10. listening to a radio in the bathroom. 

11. leaving poisons where they can be reached by children 

2. Discuss each cause on the list. Elicit why it would be dangerous 
and what to do instead. 

1. Always use a ladder to climb up and hang a picture or to 
reach something high. 

2. Medicines make you well if taken property; they make you 
very ill if they are the wrong kind. Do not confuse brightly 
colored pills with candy, lake medicine only when It is given 
to you by a doctor, a nurse or your parents. 

3. Drink from a bottle ora container only when you know what is 
In It. Always ask about eating or drinking something that is 
unfamiliar to you. Taste nothing found on floors. 

4. Make sure the windows are open and there is plenty of fresh 
air. 

5. Review fire prevention precautions from Lesson 3. 

6. Somebody can slip if spills are not wiped up. Wipe them up 
immediately. 

7. Never hand somebody the sharp part of a pointed 
Instrument. Be careful handling knives, etc. 

8. When hot food Is cooking on the stove, the handles of the 
pots should not be pointing out. 
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9. Do not leave plastic bags out. A child could suffocate and 
die. 

10. If the radio is a plug-ln you can electrocute yourself. 

11. Never taste anything on the floor. 

3. Assign Activity Sheet #6. 

4. Have the children make poison labels for use at home. Pierce 
three strips of adhesive or masking tape with a round-headed 
paper fastener. Print the word "poison" on the front side of the 
tape. The thick strip and the fastener head can be felt in the dark. 

After playing SAFE AT HOME 

Assign Activity Sheet #7. 


Utilities 

• SAFETY FIRST! can be used without the Utilities. However, the Utilities 
allow you to enter a roster, review scores, print out scores and use the 
Flexible Learning Options” to make changes in the games to fit the 
diverse developmental levels of players. 

• Access to the Utilities portion is possible only at the beginning of the 
program when the menu (illustration 1, page 3) appears on your 
screen. After the red light on the disk drive goes off, press the "Control" 
key and the "T key at the same time. 

Below is a Utilities menu screen (illustration 9). 



SAFETY FIRSTI 

Utilities 

--- 


You may 

1) Add or edit names 

2) View scores 

3) Print scores 

4) Set all scores to zero 

5) Erase all names and scores 

6) Change game options 

7) Return to Safety Rrstl 

8) Quit with saving changes 

9) Quit without saving changes 


1 

Please press a number_ 

- 

(9) Utilities Menu Screen 


• Press T to ADO OR EDIT NAMES 

This option allows you to create a roster. 
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The program will only save the scores of those players whose 
names are on the roster. However, it will accept any person's name 
for play. 

For scores to be saved, names must be entered at the beginning 
of the game exactly as they are entered on the roster. If the name 
"Mary" is entered on the roster the following would happen if, 
before Mary began to play, she entered her name in this way; 

Name? Mary . score would be saved 

Name? MARY . score would not be saved 

Name? Mary Jones . score would not be saved 

Name? Mary J .. score would not be saved 


The "Add or Edit Names" screen appears as follows: 

5 ■■ —- ? . - _ 


—1 

1 


1) 

21) 



2) 

22) 



3) 

23) 



4) 

24) 

* 


5) 

25) 



6) 

26) 



7) 

27) 



8) 

28) 



9) 

29) 



10) 

30) 



11) 

31) 



12) 

32) 



13) 

33) 



14) 

34) 



15) 

35) 



16) 

36) 



17) 

37) 



18) 

38) 



19) 

39) 



20) 

40) 



You may 1) Add, 2) Insert, 3) Delete 

1_ 


a name or 4) Return to Menu 


(10) Add or Edit Names Screen 


Type the number in front of your choice. Then follow the simple 
directions on the screen. 

A) Add - The program asks you to enter a name. 

-15 letter maximum. 

B) Insert - The program asks you toenterthe number where 

you wish to Insert the name. Then the "add" 
procedure is initiated. 

C) Delete - The program simply asks for the number of the 

name you wish to delete. 








17 


• Press “2” to VIEW SCORES 

This utility allows you to view the scores of all those whose names 
appear on the roster. 

If a player's name is not on the roster, scores will be erased 
automatically when the computer is turned off. 

The scores show the best or highest score that a player received 
when playing any of the games. It also shows the number of times 
each game has been played. 

• Press “3" to PRINT SCORES 

This utility allows you to print the scores of all players on the roster. 

• Press “4" to SET ALL SCORES TO ZERO 

This utility allows you to delete the present set of scores for all 
players. 

An easy way to set one player's score to zero is to delete that 
player's name and then insert the name back in the same roster 
number. 

• Press “5” to ERASE ALL NAMES AND SCORES 

This utility allows you to erase the roster and scores entirely. 

• Press “6” and use the Flexible Learning Options™ to CHANGE THE 
GAME OPTIONS 

Use this utility to: 

• Change game difficulty 

• Change game time 

• Enter safety slogans for Turtle Tales 

• Enter dangerous situations for Safe At Home 


Below is the Change Game Options Screen (illustration 11) 


"CHANGE GAME OPTIONS'" 


Game 1: 

1) Game Options 

2) BuHd Safely Messages 


Game 2: 

3) Game Options 


Game 3: 

4) Game Options 

5) BuHd Danger Messages 

6) Return to Main Menu 


Please press a number. 



(11) Change Game Options Screen 
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• Press "1" to change the level of playing difficulty for turtle Idles. 
lUrtle Idles comes set to play at the easiest level. This utility allows 
you to change the difficulty level to Easy, Medium or Hard by 
pressing the Space Bar. Press RETURN when the level you wish to 
play appears in the white box. Letters can be caught easily by 
the crane when TUrtie Idles is set on Easy. It is progressively more 
difficult to catch letters when the game is set to Medium or 
Hard. 

• Press "2" to enter safety slogans which will be used in Turtle Tales. 
The slogans you enter will always be played first. If you have not 
entered a sufficient number of slogans for all of the games, your 
slogans will be supplemented by the Learning Well slogans. 

"Restore Original Messages" (Y/N)? is the first message that 
appears on the screen. Typing "Y" means that any slogans that 
you previously entered will be deleted and Learning Well 
slogans will be restored. 

Type "N" to keep any slogans you previously entered on the disk. 

There are 32 Learning Well Safety Slogans entered on the disk. 
Eight appear on the screen at one time. Press RETURN to view 
the next screen or type the number of the slogan you wish to 
change and then press RETURN. 

Type in your new safety slogan. The CAPS LOCK key should be 
down if you are using an Apple II-*- or lie. Ail slogans must be 
entered in upper case. Use only the letters of the alphabet, the 
dash and the apostrophe. Slogans can contain up to thirty six 
characters. Press RETURN when you have completed typing the 
slogan. 

• ftess "3" to change the route In Street Smart from Easy to Hard. 
Sheet Smart comes set to play with an easy, direct route home. 
There are not many dead ends. When set on Hard there are 
many dead ends and the route is not direct but rather 
circuitous. 

This utility allows you to change the difficulty level to Easy or 
Hard by pressing the Space Bar. Press RETURN when the level 
you wish to play is in the white box 

• Press "4" to change the game time and game difficulty for Safe 
At Home. There are three changes that can be made. 

Time Limit Is now 30 minutes 

The clock Is set to begin counting down from 30:00. Enter any 
number from 1-59 to set the number that the clock will begin 
counting down. Then press RETURN. 
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Baby On The Loose 

Safe At Home comes set to play with Baby Not on the Loose. This 
means that Baby will not physically appear during the game. 

Press the Space Bar to change from No to Yes. Then press 
RETURN when the word you want is in the white box. 

If Baby is on the loose and enters a room, the player must go to 
that room before all others. 

Continuous Baby and 
Careless Movement 

Safe At Home comes set at No. This is the easy level. When a 
player enters a room. Careless and Baby are motionless and 
can do no harm. If changed to 'Yes" then Careless and Baby 
can wander through the house and make other rooms unsafe 
while the player is in a room. Press the Space Bar to change from 
No to Yes. Press RETURN when the word you want is highlighted 
in the white box 

• Press ”5" to build danger messages. 

This utility allows you to enter your own list of potentially 
dangerous situations that could exist in the home. 

"Restore Original Messages" (Y/N)? is the first message that 
appears on the screen. Typing “Y" means that any situations 
that you've previously entered will be deleted and Learning 
Well situations will be restored. 

Type “N" to keep any situations you've previously entered on the 
disk. 

There are 16 dangerous situations that have been entered by 
Learning Well. There are also 16 corresponding safe situations to 
correct each dangerous situation. 

A danger message describing the situation appears on the 
screen. Press RETURN to leave it in the game. Press the Space Bar 
to change the message. Then type in the new message. Use up 
to 72 characters. Press RETURN when you have completed 
typing the message. On the next screen type in the SAFE 
situation that would correct the danger. Then press RETURN. 
Continue entering danger messages a press ESC to go back to 
the Change Game Options Menu. 

• Press "6" to return to main menu. 

This will bring you back to the Utilities menu (illustration 9> 
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• Prats -T to RETURN TO SAFETY RRSTI 

By pressing 7 you can return to the game. Any changes made up 
to this point will be saved. 

• Pratt “8" to QUIT WITH SAVING CHANGES 

You can leave the program by pressing "8" to QUIT. 

• Pratt “9" to QUIT WITHOUT SAVING CHANGES 

There may be a situation where you decide that changes you 
have made are not appropriate. This option allows you to exit the 
program without the changes having been made on the disk. 

When this is pressed, the program will ask for verification. It is a last 
chance to decide about making changes. 


Supplementary Activities 

SAFETY RRSTI offers three fun-filled and motivating games that help 
children recognize and deal with potentially dangerous situations in the 
home and outdoors. 

Lesson plans are provided after the description of each game. Following 
are some additional activities that you may wish to use and activity 
sheets that can be used with or without the lesson plans. 

• Comic Strips 

Have the children bring in newspaper comic strips or comic books 
about their favorite super heroes. Discuss some of the adventures of 
the super heroes. Then have the children create their own comic strip 
about Safety Man. The comic strip should show how an unsafe 
condition came to be and how Safety Man saved the day! 
Encourage the children to have fun when they create their 
characters. The words the characters should say should appear in 
cartoon balloons. Later all of the strips can be put together to make a 
comic book. 


• S peakers 

A guest speaker may be used to share information with children. 
Contact the local police and fire departments for information on 
hew to get an officer to visit the school and discuss safety with the 
children. 

DMvgmcy mipnont vara 

Have the children make an emergency telephone card using an 8x5 
index card. The card should list people or places that could be 
called in an emergency: 
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DAD'S WORK; 

MOM'S WORK: 

POLICE: 

FIRE DEPARTMENT: 

DOCTOR: 

POISON CONTROL CENTER 

The correct telephone numbers should be added by the children 
and checked by the parents and then placed by the telephone. 

• Bulletin Board 

Make a bulletin board that depicts unsafe hazards that lead to 
accidents In the home. Have the children locate the hazards and tell 
how to correct them. 
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ACTIVITY SHEET *1 Name _ 

Complete each slogan with one of these words. 

crossing safe shoelaces 

buckle seated matches 

strangers 

1. Play it_ 

Z Stay_on the bus. 

3. Look both ways before_ 

4. _up for safety. 

5. Don't play with_ 

6. Don't take candy from_ 

7. Always tie your_ 
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$7.35 $.85 $75.23 $.85 $2.35 


$8.17 $.35 $2.30 $.85 


$63 $.35 $7.35 $12.59 $35.78 $1.56 $2.35 $12.35 $3.92 

$173 $ai7 $235 $35 $735 $639 $85 $235 $173 

Divide and check. 

A. 5)S1.75 B. 7)46.37 C. 82)851.66 D. 46)8579.14 

E. 8)46 80 F. 3j$TS8 G. 7)437.73 H. 9)8113.04 

I. 54)812 42 J. 92)819 32 K. 14)832.20 L. 23)8195.50 

M. 45)8176.40 N. 78)4573.36 O. 63)4778 05 P. 32)8112.64 

Q. 18)8245 70 R. 65)4152.75 S. 92)4159.16 T. 53)4433.01 

U. 87)80.554 95 V. 26)81,955 98 W. 16)89.957 60 X. 38)818,567 18 

Y. 46)81.645 88 Z. 33)44.077 15 

Copyright • 1986 learning WM 

htm lMlo n granted to duplicate tar ckeeoom uw. 
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ACTIVITY SHEET *A Name - 

Hnd These Words In The Wocdm aze 

PEDESTRIAN STOPLIGHT SAFETY STRANGER 

CROSSWALK CORNER HAZARD ACCIDENT 

DANGER TRAFFIC PLAYGROUND RULES 
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ACTIVITY SHEET #5 Name _ 

Here Are 6 Cause* of Hre 

How would you change these to make sure your home is safe from fire? 



cigarette carelessness. flammable fluids. overloaded electric circuits. 

1. "junk" in cellar, attic or closets 


2. smoking In bed 


3. matches near children 


4 . cigarette carelessness 


5. flammable fluids 


6. overloaded electric circuits 


Copyright * 1986 Learning WsK 

RsmnMon granted to duplicate tor c tearoom use. 










Horn* Inspection Check List 

Make Sure Your Home Is Safe From Fire 


Is your home. Including storerooms, cellar, attic and 
garage free of rubbish, old papers, old rags, broken 
furniture, etc.? . 

Are matches and cigarette lighters kept away from 
young children? . 

Are there plenty of ash trays in all rooms throughout 
the home? .. 

Does anyone ih your home smoke in bed?. 

Are proper fuses used in your fuse box and are burned 
out fuses replaced with nothing but new fuses? .. 

Are all electrical cords to lamps, etc., in your home in 
the open and hot placed under rugs or over hooks? 

Have frayed wires on your electrical appliances been 
repaired? .. 

Do you have only qualified electricians make 
changes In the electrical wiring in your home? ... 

Is the chimney and furnace inspected regularly? . 

Are floors under stoves and heaters protected by 
metal, brickwc/rk or cement?. 

Are walls, ceilhgs, floor and roof beams protected 
from stoves, and furnaces?. 

Do you keep a screen in front of your fireplace? .. 

Are drapes and curtains well away from the stove? 

Do you use only metal containers with covers for ashes 
and rubbish? *. 

Are you carefU with candles and decorations? ... 

Have members of your family been forbidden to use 
gasoline, benzine or other dangerous cleaning fluids 
in your home?. 

Do you use ohly a flashlight to find things In a dark 
closet?... 
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Do you know what to do if your clothing or some other 
person's clothing catches on fire? . 

Do you know how to turn in a Are alarm and do you 
know the location of the nearest alarm box to your 
home?. 

Do you know how to call the Fire Department by 
telephone?. 


Date_ 

Signed _ _ 

student parent 
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ACTIVITY SHEET #6 Nam© _ 

Which Of These Can Cause An Accident? 

Circle Them. 



Copyright *> 1986 Learning Well 

Permission granted to duplicate tor classroom use. 
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ACTIVITY SHEET *7 Nam© _ 

Find Th©«© Words In 1h© Wordmaz© 

CIRCUITS FIRE JUNK ELECTRIC 

SMOKING OVERLOADED CARELESS MATCHES 

DANGER FLAMMABLE MEDICINE POISON 



Copyright • 1986 Looming WM 

h w m twto n granted to-dupHeat* tor ctawoom uw. 





Activity Sheet #1 

1. Safe 

2. Seated 

3. Crossing 

4. Buckle 


5. Matches 

6. Strangers 

7. Shoelaces 


Activity Sheet #3 

Never take candy from strangers. 


A= $.35 

1 = $.23 

B = $.91 

J = $.21 

C = $.63 

K = $2.30 

D = $12.59 

L = $8.50 

E = $.85 

M = $3.92 

F= S1.56 

N = $7.35 

G = $5.39 

O = $12.35 

H = $12.56 

P = $3.52 


O = S13.65 Y = $35.78 

R = $2.35 Z = $123.55 

S = $1.73 
T = $8.17 
U = $63.85 
V = $75.33 
W = $622.35 
X = $488.61 


Activity Sheet #5 

1. Clean up and remove the "junk" from the cellar, attic and closets. 

2. Do not allow smoking tn bed. 

3. Keep matches and cigarette lighters where young children can not 
reach them. 

4. Provide and use sufficient ash trays. 

5. Do not leave flammable fluids around the house. 

6. Do not plug more than one electrical appliance into a plug. 

Care of the Diskette 

The program Is produced on a magnetically coated plastic disk placed 
in a square plastic cover. Handling of the diskette requires care to insure 
maximum reliable life. 

1) It should be placed in the storage box when not in use. 

2) It should be kept at least 9 inches from magnetic fields. 

3) It should not be exposed to extremes in temperatures. 

4) It should not be folded or mutilated in any way. 
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Warranty 

The program is sold "AS IS." without warranty either express or Implied as to 
Its specific usage or performance. The user, not the manufacturer, 
distributor or retailer, assumes all cost of any necessary service or repair. 

learning Weir, however, warrants that the medium on which the 
software program Is recorded will be free from defects in material and 
faulty workmanship, under normal use. If your disk should fail within 60 
days from the date of purchase, return It along with a copy of your sales 
receipt directly to Learning Well™ for a free replacement. If your disk 
should fail after the 60 day period, but within 1 year from the purchase 
date, you may return the failed disk along with $10 plus $1.75 postage 
and handling, and we will replace the disk. This warranty applies to the 
original purchaser. The original purchaser must fill in the required 
Information and return the enclosed warranty card. Leaning Well” will 
replace a repair the medium at their option. If Learning Weir deems 
that the medium failure resulted from abuse, accident a error in 
application, then Learning Well™ has no responsibility to replace or repair 
under the terms Of this warranty. 

This product; software program, database and instructional material is 
copyrighted and all rights are reserved by Learning Weir. The sale and 
distribution of this product Is intended for use by the original purchaser on 
the Apple computers specified. It is unlawful to copy, duplicate, sell and 
distribute the product or any portion of the product. 

Copyright ® 1966 Learning Weir* 

200 South Service Road 
Roslyn Heights, NY 11577 
Methods & Solutions, Inc. 
Stoneham, MA 02180 

Apple Computer, Inc. makes no warranties, either express or implied, 
regarding the enclosed computer software package, Its merchantability 
or Its fitness for any particular purpose. The exclusion of Implied warranties 
Is not permitted by some states. The above exclusion may not apply to 
you. This warranty provides you with specific legal rights. There may be 
other rights that you may have which vaiy from state to state. 

006 3.3 and DOS Toolkit are copyrighted programs of Apple Computer, 
Inc. licensed to Methods & Solutions to distribute for use only in 
combination with Safety Hrstl 

Portions copyrighted by Microsoft, 1981. 

Reodbie Learning Options™ Is a trademark of Learning Weil™. 
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